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Global Learning Forum (GLF)

ABouUuT GLF

The Global Learning Forum (GLF)

GLF supports communities of practice to
facilitate educational
technology and scholar-

L] . . . .
: s ship innovations via en-
-@ ﬁ hanced collaborative
efforts among educators,

researchers, and practitioners.

Forum Activities

GLF members explore, examine and
communicate how shared pathways of
collaboration can help bridge information
technology and learning theory to inno-
vatively design and deliver improved ca-
pabilities and services for learning, in-

struction, and research.

GLF COMMUNITIES

Gaming, Simulation, and

Virtual Reality. Gaming, simu-

lations, and virtual reality environ-
ments promise an emphasis on intuitive and
engaging ways to discover and learn. Members
work to explore how gaming, simulations, and
virtual reality can be introduced for use in instruc-

tion and scholarship.

Learning and Library eCommons Space

Design. The design of learning and
s research spaces, whether they are

classrooms, laboratories, libraries,
informal, or virtual spaces—can enhance
learning and scholarship. Excellent learning
and research space design can improve learn-
ing and scholarship outcomes. Educators,
researchers, librarians, technologists, and
space planners are combining IT, pedagogy,
learning, and digital scholarship with virtual
and physical qualities and tools to create
mixed-reality spaces.

Student Academic Systems and Learning
Support Services. Capabilities
exist to collect, store, inter-connect

and deliver student data from di-

verse sources with greater accuracy
and security. Members work to identify,
prototype and evaluate new systems and ser-

vices.

Bridging Community. Effort is fo-
ﬁi cused on bridging education and

practitioner communities to develop
shared curriculum and communication path-
ways, as well as to develop a set of proc-

esses and tools to help strengthen the con-
nection between practices and education.

E-Portfolio for Lifelong Learning. Edu-
cational researchers, faculty, as-
sessment and learning scientists
and technologists, work on the
creation, use, publication and
evaluation of electronic portfolio projects

and tools.

Applied Use of Technologies in Teach-
ing and Learning. Members
Y bring focus to emerging technolo-
@ gies that have the potential to ad-
vance teaching, learning, and crea-
tive expression for learner-centered envi-

ronments.

@ @ HPL Community. How People
Learn (HPL) Community members
are engaged to transform curricu-

lum with applications of learning science

research.

\ |/ Transfer Forum. Members ex-
plore ways to transfer innova-
tions across industry, govern-

ment and AF  education to further enable
collaborative efforts and access. Partner-
ships are facilitated to bridge and
strengthen collaborative efforts to trans-

form learning environments.



